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reetings, young hero. The 
mists of time reveal that 
you have not yet begun your 
quest Who am I? A poet, a 
seer, one with just a bit of 
magic in his fingers—no one 
of real importance. I exist only 
to assist you. It is said you are 
known by many names—1 will 
simply call you Hero. I have come to prepare you for 

into darkness, to give you the secrets you 
must know to conquer the corrupt forces threatening 
our world. 




The terror began one hundred years ago, when 
the Sinistra Is appeared in our sky on their floating 
island Humanity was thrown into panic as the four 

nightmale beings, 

Chaos, Destruction, 

_ _ 

Terror, and Death, 
spread their dark 
powers across our 
land. I was a child 
Yes, I saw it 
alL.and remembered. 

warriors 




threw their lives 
away trying to de- 
feat the Sinistrals, 
Then the only four 








surviving heroes gath¬ 
ered. They were Artea, 

Guy, and Selan, with 
Maxim, their leader. 

They fought a mighty 
battle against the 
Sinistrals and won. 

That was 99 peaceful 
years ago. 

But now, young 
Hero, the Sinistrals 
have risen again on 

their strange island. They call upon the power of 
and send forth their foul servants to revenge them¬ 
selves upon us all. You, with your three companions, 
must become the new band of heroes to 
Sinistrals. 

I will help you get started by showing you how 
Maxim led his warriors to victory. You will find yourself 
living that day of tremendous courage and strife. I have 

just enough magic in me to draw aside the curtain of 

time? and let you: 
walk in the steps 
of Maxim. I will 
try to send you 
close to the last 
battle. Use this op¬ 
portunity to learn 
and gain experi¬ 
ence for your own 
mission. Feel 
yourself change 
as you become 
Maxim... 
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Doom Island looms like a black storm cloud over our 
fair land All hope is lost as our armies are crushed by 
the Sinistrals. Our four mightiest warriors, the last 
ones, develop their plan. 
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Maxim and his warriors battle 
their way onto Doom island and 
enter the Fortress. Now they 
seek the Sinistrals. 
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The Sinistrals leave red trea¬ 
sure chests around the For¬ 
tress. The heroes open these by 
pushing A. 


Powerfully armed with weapons and 
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Whenever the heroes walk 
over a blue and gold tile 
marked with a diamond in a 
circle, their hit points are re¬ 
stored. 


■at , 




When approached, tiles painted 
with a gold staff against a blue 
circle replenish the heroes' magic 
points. 


Warp pads are pulsing 
blue circles on the floor. 
The heroes stand on 
these to teleport to dis¬ 
tant locations. 


The Sinistrals lurk in a mysterious realm. Our 
heroes must use a warp pad to find them and 
finish their mission. 
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Selan must use her 
magic against Amon, 
master of Terror, it is 
a contest of furious 
power, and Selan is 
victorious. 


Gades, master of Destruction, is 
the first Sinistra! to attack. His 
strength is awesome, but he is 
not invincible. 
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The heroes must join forces to 
destroy Daos, master of Chaos and 
all the Sinistrals. He does not sur¬ 
vive the battle. 


im pits his unmatched 
strength against Erim, the mis¬ 
tress of Death. Her spells shatter 
and fall apart before him. 







































































































































































Hero, you will begin this journey alone. Before long, 
your childhood friend and dear companion, Lufia, will 
join you, and later Aguro and Jerin. 




Your fiery hair marks you as the 
descendent of Maxim. You are heir to 
his power, his moral strength and his 
devotion to duty. Your greatest tal¬ 
ents are those of a warrior, but you 
know some magic. 


Lufia mysteriously appeared in Alekia 
when she was seven, and she is your 
closest friend She gladly joins your 
quest and vows to use all of her 
tremendous magical skills to help 
destroy the Sinistra Is. 





As half-elf, half-human, Jerin has 
been outcast by both races. Only her 
wondrous skill with bow and arrow 
and magic have kept her alive. Be¬ 
cause you save her, she joins your 
quest out of gratitude. 





MAXIM 

Your ancestor 
who led the 
original band 
of heroes to 
victory. 






FT ’ V>; ‘' Talented 

w nd 

Maxim went 
with the 

rurueSS, 




PROFESS© 


Absent-minded Professor Shaia buiit a ship called the 
Falcon. He focused his whole life on it You will need 
the Falcon to succeed. 


His wondrous 
archery skill 
helped Maxim 
stop the 
Sinistrals, 


A true soldier, 
loyal to Maxim. 
His strength 
ensured victory. 


An assistant to 
Professor Shaia, 
and his friend 
and confidante, 


The son of old 
Professor Shaia. 
Lou was left 
behind in 
Lorbenia. 
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Take this tool called Controller on your 
according to my instructions, or else 
survive the first hour of your journey. 





. Use it 
will not 



Y Button 


I 


When you want to 
scroll through lists,of 
items, weapons, 
spells, etc., push theL 
Button. 


As with the L But¬ 
ton, press R to move 
around the various 
lists that are avail¬ 
able to you. 


On this quest, you will 
have no reason to use 
the Y Button. 


I 


X Button 



Button 


I 1 


A Button 


I 


To read descriptions 
of spells when look¬ 
ing at a list, use the 
Control Pad to move 
the cursor to an item. 
Push X. 


To see the Party Sta¬ 
tus. press the B But¬ 
ton. Push B again to 
return to seeing the 
Overview. 




Press the A Button 
to perform many ac¬ 
tions, including con¬ 
versation, buying, 
selling, trading, and 
fighting. 





You must push the 
Control Pad to move 
around. In windows, 
move the cursor with 
the Control Pad. 


The Select Button 
serves no purpose in 
this quest. 


Push start to begin 
the game. 














PLAINS 

l _Lm_—_i__i__L._1!_■___■_k 


WATER 


As you journey across the land, you will be able to 
observe yourself, your party, and battles from three 

and Battle, 


This is how your band appears in 
the Overview vision.The high view¬ 
point also helps locate landmarks 
and find your way from town to 
town. 


The towns and castles of our 
are centers of commerce, 
shops, inns, and clerics. Put these 
services to qood use. 


Unless you really need to collect 
Gold, or want to build your experi¬ 
ence, avoid the forest. It’s a breed¬ 
ing ground for fou! monsters of 
every description. 


When you try to scale mountains, 
your progress is slowed. Monsters 
can then catch up while you are 
vulnerable. 


On the plains, your band can move 
quickly. When members of your 
group have few hit points or are at 
low levels, try to stay on the 
flatiands. 


Since none of you are very 
swimmers, you cannot cross 
ies of water without a boat, Take 
a ship or use the Falcon to explore 
the lakes and oceans. 













































































































re in Over¬ 
view, push B to enter 
Player Status. Here you 
can review the status of 

your 
action with 
items, weapons, or spells. 


Your party's hit points, 
magic points, and health 
are revealed to you in this 
; window. 


Position the cursor at Items and 
push A to see this window. To 
scroll through the inventory list 
of your items, press the L or R 
Buttons, or use the Control Pad to 
move the cursor. 


Move the cursor to the object and 
push the A button. You will be 
asked whether you want to USE 
or DROP that item. Select an op¬ 
tion with the cursor and push A. 


to change items, magic, 
equipment, and some aspects 
of the quest. 


As you all share the danger, 
so you share the rewards by 
keeping your Gold in a com¬ 
mon purse. 
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When you must use an item for 
one of your party, indicate the 
recipient by moving the arrow 
with the Control Pad and push A. 







Spells a character casts are shown 
by selecting that character. 



To cast a spell on a friend, choose 
a spell, then select the character. 



Choose Equip, then a person. Weap¬ 
ons in use appear on the left. 



ment carried by your band. 




Choose this to see a list of the rare 


and unusual items you have col¬ 
lected during your quest. 



Move the hand to a character. Push 
A. Position the second hand and 


push A. The two switch places. 



Shuffle your items around in the 
same way you did Combat Order. 



as described above. 
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Make a selection and push A. 



Choose mono or stereo. Push A. 



Shows the duration of the quest. 


































































































































BATTLE SCREEN 

When you confront an 
enemy, choose one of 
five actions. Four options 
you select with the Con¬ 
trol Pad and push A. To 
pick the fifth option, only 
press A. 





After selecting a method of attack, you will target 
enemies with the icon. Each of your characters has a 
special skill to use in battle. By fighting often, the 
agility of your characters will increase. 




engage in nana-to-nana comoai, p 
Control Pad up and then press A 




ence and move up lev 
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words of advice to help you win your battles, so pay 
attention. Remember to draw upon the individual 
strengths of your characters. 


FIGHT OR FLEE 

Once you determine 
whether a person should 
fight, defend, or use 
magic or items, you will 
need to select a foe from 
among your enemies. 




An icon appears when 
you make a decision to 
attack with weapon, 
item, or spell. Use the 
Control Pad to position 
the icon over an enemy. 
Push A. 
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FOR EASY VICTORY... 


When you are confronted with an entire group of enemies, gang up on 
the stronger ones first. Then recharge and attack the weaker foes. 
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I have created for you a vision of the fighting methods 
described. Here you can see what 
like in practice... 


an eye on your status 
box to track your HP levels. 

are low, the 
you are almost 
turns red. 


If a member of your band is 


mbye the icon 


ou cannot 
have no hit points. Use the 
Revive or Miracle potion, or 

spell, to recover 


























































































wizards like to cast 


attack their own 


11 » 


and certaiiBNil 
a person into slumber. 

| use Awaken 

il the end of a 




PETRIFIED 

A number of curses and poisons can freeze up 
members of your band. People can also collapse into 
a deep sleep. In any case, you must find a way to 
restore the person. The causes of petrification are: 


Some kinds of spells and 
turn a person into stone, 
do not wear off, so the person must 
be cured. 


aralysis is 
on depends on the 
erson affected It alwaus wp 
y the end of a battle. 


wears 




COMBAT ORDER 

How you arrange your party for battle will have a major 
effect on whether you are victorious. The fighting 
skills of each of you must be exploited. I can give you 
some advice on where you should be positioned when 
you are faced with comf>at. 





you and Lufia will be fighting 
alone. Since you are the stron¬ 
ger in battle, position her be¬ 
side you 




Aguro's talents lie in the power 
of his muscles. He should be 
placed between you and Lufia 
so that he can help protect her 
while she works her spells. 
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With her bow and arrow, Jerin 
can strike from afar. The best 
position for her is after Aguro, 
where she can use her agility 
and marksmanship. 


















































































You and your people are skilled in the use of different 
weapons. You each have unique requirements in the 
way of protective gear, as well. Upgrade the equipment 
of your people whenever you can, 

a|hG 

While in Alekia, purchase a 
weapon and protective cloth¬ 
ing of some kind Later in 
your quest, before entering 
the Old Cave, you should at 
least be armed with the Long 
Unife. 



Careless monsters often leave their weaponry behind. 
Also look in chests; sometimes you’ll find better 
equipment. Some weapons cannot be bought; for 
example, the Broad Sword and Broad Rod. Items like 
these are only found in treasure chests. 



YOURSELF 
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ASSIGNING EQUIPMENT 

Arm yourself and Aguro with the mightiest swords 
and helmets you can find. The Wave Ring increases 
your powers, and Aguro knows how to use the Hi-Daze 
Ring effectively. Because of her sorcery, arm Lufia 
with staffs and rods. Jerin uses bows and arrows. Both 
of them need to wear berets and caps for head 
protection. 
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Monsters usually attack quickly, giving you little time to prepare. And 
once 1 — 1 -" 1 '1 *yi- J ,u - nrlr t 1 BMHr *- HilHlfiM’ fin® 



weaponry. Avoid trouble by getting into the habit of equipping new 
items as soon as you obtain them. 
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Each member of your party 
has his or her own set of 
individual strengths and weak* 
nesses. Attributes are given 
a numerical value- -the higher, 
the better. They increase as 
the character's level 
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Attack power determines how 
powerful you are in combat and 
how much damage you can inflict 
on your enemies. 




With a high defense power, you 
will protect yourself better and 
lose fewer hit points when struck 
by an enemy. 













our agility will increase as you 
foes and build up experi- 

-an 

‘ * * f 4e faster. 



All of us have some inbred resis¬ 
tance to magic. With a strong 
magic resistance, you are immune 
to certain spells. 




The more magic power you have, 
the more spells you can cast. When 
running low, visit an Inn or take a 
potion to recharge. 






how much injury you 


can survive in battle. When they 
run out, you are helpless. 




Intelligence is a necessary charac¬ 
teristic for everyone. Being smart 
helps you resist confusion and 
learn spells. 





















































































































Many services are available to you in towns and 
villages. To open conversations with people, push A. 
To answer questions, or make selections when pur¬ 
chasing, use the Control Pad and A Button. 





A talented cleric can 
remove curses, re- 
vive characters, and 
record your journey. 







WEAPON SHOP 

The weapons deal¬ 
ers of our land have 
been doing a boom¬ 
ing business. Buy 
their goods. 





Step onto a Warp 
Zone and your band 
will be whisked away 
to an unknown des¬ 
tination. 




Arriving here, re- 
member which warp 
zone brought you. 
The Keeper will give 























































































































































































Mostly you will use the 
sail in a military vessel 


Professor Shaia's Falcon teaks a 


In return for recovering the Maberia 
from the monsters, the ship’s cap¬ 
tain offers you free passage be¬ 
tween Treck and Lorbenia. 






To make the Falcon fiy, you must 
find a dangerous fuel known as 
Power Oii. Bring it to Professor 
Shaia so he can prepare the Falcon 
for flight. Once she’s airworthy, 
press A to take off. 


To travel underwater in the Fal¬ 
con. you need to collect Alumina so 
that Professor Shaia and Cooper 
can repair it Look for a whirlpool 
to dive underwater. 
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To begin your quest push Start You then have two 
choices. Select Initial to start a new quest or choose 
Continue to carry on with an earlier quest. 


INITIAL AND 



Once you choose Initial, 
record your name. A new 
quest will open to you. When 
you select Continue, indicate 
the quest you want to re¬ 
sume. You will return to the 
place where you last recorded 
your progress with a Cleric. 




Locate a Cleric in a town or 
village to have your accom¬ 
plishments recorded in the 
Book of Heroes. When you 
approach, the Cleric will of¬ 
fer you several services. 
Choose the Record option. 




Three pages of the Book of Heroes are blank, so you can record up to 
three different quests at a time. Or. you can record one quest in three 
different ways. 




Use the table to the left to plot your course 
in Alekia. You can stay overnight at the Inn 
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Rumor has it that monsters, 
the kind not seen for 99 
years, are attacking the town 
of Sheran. The King and 
armies are lazy now— only 
you are brave enough to 
discover the truth. 





On your way to Sheran, stop 
in Chatam, and go through 

the caves. Save Lilah and 

■ 

rescue the prisoners. Hmm, 
this gets complicated—I will 
provide details... 






























































































































As you go through Chatam on your way to Sheran 
visit a young woman. She is very worried about Lilah 

who is supposed to be in li i tlff&il 


wants to save 
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servants 





The once lovely town of 
Sheran lies in ruins. Try to 
find survivors and get in¬ 
formation. Though in 
shock, they will be able to 
share a little news. Next 
enter Sheran Castle and 
locate the King. 




NOVA lowers the switch 
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to the East Save, I -.art 
bin to meet the One. 
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travel on foot to Guy. Only 
the Elder’s niece can unseal 


Guy, one of the survivors of 
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for combat. In return, 


you can 
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DEAD END 


in the cave you face a chasm with two unusable 
bridges and a gap where there should be a third bridge. 
Gather your courage and fry to find your way. 
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set at 


tower is a maze 


monster is 
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just took place before you ar¬ 
rived. You are asked to rescue 
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the Green, and finally the Red 
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At this point in your quest, locate 
a Cleric and have your progress 
recorded. If you then lose all your 
hit points, you can return here. 
































































































































sure you have equipped 
the Ghost RingHt will 
provide you with a little 
assistance. 




vanquished, place the 
gems in their towers, start- 
ing with the Blue, then 
Green, then Red You will 




Artea has grown old and 
blind in the 99 years since 
the last battle. He gives 
Jerin his bow and speaks 
of the Dual Blade and the 
Sinistrals. 


















































































































































left to work on the tunnel 
to Odel. The women of 
Ranqs run all the 
and Inns. They cannot ex- 


ment at the end of the 
tunnel. 




Some twisted servant of the 
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Locate Piron’s assistant, but don’t leave town right 
away. Go into the local restaurants and talk to the 
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Piron, the master architect, 


reconstruction 




and return by the top en 
trance. 









was here in 




s very 




the mysterious Tower of 
Ask the people in 







to 




Look up the Elders of Arus and 
ask them about Professor Shaia. 
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An ancient wise man 
dwells there, and he 


about the Dual 


Even though it is tough going, you 
must get through the Tower to learn 


missing 

Shaia. 
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passed earlier. Professor Shaia is eager to tell you 





many 
inventions, and he'll 


press 


tention to 
need the Falcon, so 


if you find Cooper first. 
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i nougn cooper is sup¬ 
posed to be in Bakku, he 
has left. Find the local 
Cleric and ask about Coo¬ 
per. Also wander over to 


talk to the man in the 
diner. Rumor has it he 
holds the key to the 
Tower of Light. But he 
claims that the key was 
stolen from him. 


a wise man who keeps an eye on 
everyone and everything. Only he 
can tell you where Cooper went. 


-- 




Professors lab in Carbis, Shaia 

shows you the Falcon. It is not 
yet complete. The Professor 
must have seven pieces of alu- 


says Brant* who is in Linze, can 




This tower was built 
by beautiful spirits of 
the air. The pitfalls here 
are fairly safe—in fact 
you need to fail 
through some of them 
to obtain valuable 
items that you could 
not find elsewhere. 





. Be sure to 
as soon as 
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Brant is not in Linze. He left word that he is out 




searching for alumina However, 
claim that Brant is actually in 
love with a young woman in 
Marse and that he has gone 
to visit her. Whatever the 
facts of his personal life 
be, though, you can find hi 
in Gayas Cave. 





When you finally do locate Brant, he is more than 
happy to talk to you about alumina. He also shares the 
secret of the warp tiles 
located on the three is¬ 
lands near Marse. in addi¬ 
tion, Brant mentions that 
the King of Herat is a 
known collector of alu¬ 
mina and might be willing 
to trade—if you have 

something good to offer Catching up to Brant is a time- 
in return consuming and difficult job, but you 

must find him. The assistance he 
offers is invaluable. 






As soon as you enter the town of Marse, find a Cleric 
to record your quest. Next, take a walk down to the 
docks and buy a ticket for the 
island cruise. The tour carries 
you past all of the surround¬ 
ing islands. Make a mental 
note of their location so that 
you can find them 



Three caves are located near Marse. In these caves, 
you can find alumina that was mined and left behind 
some time ago. After you have gathered the four 
pieces of alumina, go to Herat Visit the King and find 
out what he will trade for his supply of alumina. 
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DRAGON EGGS 


Throughout the game, you wil! 
find Dragon Eggs. Collect eight of 
them and take them to the 
Dragon Shrine, northwest of 
Bakku. You will receive special 
weapons, armor, and favors for 
them. You only receive one special 
item for every eight Dragon Eggs, 
so once you have traded them 
in, start collecting more. 
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Wei! young hero, I have helped you all I can. The time 
has come for me to leave you on your own. Remember 
me and the things I have taught you, on the rest of your 
journey. The fate of our world lies in your hands, but 
the blood of Maxim flows through your veins~use its 
power to sweep the Sinistrals into oblivion! 
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r0Ho America warrants to the original purchaser of this Taito 
; >rndnet that this game pak is free from defects in materials and 
w< it kmanship for a period of ninety (90) days from the date of 
pinduise. Phis Taito product is sold “as is” without express or 
Implied warranty of any kind, and Taito is not liable for any losses 
i damages of any kind resulting from the use of this product. 
Til to agrees for a period of ninety (90) days to either repair or 
■ place, at its option, free of charge, this Taito product. Send 
t roduct postage paid, along with dated proof of purchase, to the 
'.i Mi css shown below. 
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1 his warranty 

in the Taito product has arisen through abuse, unreasonable use, 
mistreatment or neglect THIS WARRANTY IS IN LIEU OF ALL 

< >llll k WARRANTIES AND NO OTHER REPRESENTATIONS 
()R Cl AIMS OF ANY NATURE SHALL BE BINDING ON OR 

< >B{lGATE TAITO! 

TO THIS PRODUCT, 

A1511 11Y AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
I IMI FED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL TAITO BE LIABLE FOR ANY 


• m IAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RE- 
-.111 PING FROM POSSESSION, USE OR MALFUNCTION OF 
PHIS TAITO PRODUCT. Some states do not allow limitations as 


! w long an implied warranty lasts and/or exclusions of 
lu nil iti( ins of incidental or consequential damages, so the above 
limitations and/or exclusions of liability may not apply to you. 
I In-, warranty gives you specific rights, and you may also have 
ul hi t i ights which vary from state to state. 


Taito America Corporation 
390 Holbrook Drive, Wheeling, 1L 60090 

Tel: (708) 520-9280 























































TAITO AMERICA CORPORATION 

390 Holbrook Drive 
Wheeling, IL 60090 

TAITO HINT LINE 
I -900-28-TAITO 


{$.95 charge for the first minute, $.75 charge for each additional 
minute. If you are under 18 years of age, be sure to get yoyr. - 
parents' permission to use the Taito Hint Line, The Taito Hint * 
Line requires a touch-tone telephone and is only available in the .(, 
U.S.A. Messages are subject to change without notice.) ?; 
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